tler conte 


Look Due! 
Killer Options: - È 
Basie Moves 
Elementary Comi 
Intermediate Cos 
Fighter Profiles. 
7-4. Combal 
Fulgore > È 
Jogo 
в. Orchid. 
Chief Thunder 


бо You Have The 
Control Yourself 


ba wind-swopt фе distant past, ered with the debris 
{he moans and спос е defeated can stil be heard the clashing 
азс cortrontatión. Two great warlords, leaders of thelr now 
эге locked in battle, with the world йвө! as the prize. But this 
to have a conclusion: Suddenly, the warlords were engulfed in a 
‘and vanished from the face of the earth, banished to the realm of 
(eary-horoos whose spell had trapped the warlords heaved a 
È Armageddon had been averted, for now. 
THE FUTURE: The wort has seen much progress in the centuries since the: 
Warioeca wene рало, not al of it for good, Pollution has weakened the envie 
ronment. Governments have fallen. Chaos rules, wih huge mega-corporatioas 
batting and destroying each other för shares of the world's wealth, 


in убива word а single corporation, Utratech, risen above the others. Rather 
КЮ: la ne reas rom 
| Ту seling them me у weapons they uso against each other. 


‘are riot the only aurea prot for Ultratech, however. Their 
"Sion producóitne top rated television broadcast of the future, 
Killer heyet tournament, whieh'tizo serves as a testing ground for 


The winners of the tournament are promised whatever they 
suffer a signiicanty poorer fate. 

bloddy contest that pur heroes have boon drawn. TJ. Combo, dia- 

Heavyweight ct of the world who seeks redemption. Glacius, a 

fed alien fighting fof ie Ме and a chance 10 escape. And the deadly robot 

Fulgore, programmed by Ultratech with a Kiler Instinct and the freedom to use I 

Each fights for his or her Gli reasons, but each has the same goi: win the tour 
and destroy ай opponents, 

[тне mf than radical moves and deadly special attacks to win this touma- 


JE wel take а WA, а desire: и wil take a Кйег Instinct. 
سے‎ 


COOLE 


+ CONTROL PAD 
Up MI = Jump 
Down LL) = Duck 


Lert (€) and Right (>) = Move 


Back {€ ог >) away 


Back and Down 
{i oF Y) = Black Los 
away from opponent 


1 Button = Quick Punch 


R Button = Quick Kick 


7% 


Start Button 


Select Button = 
Select Fighter 


‘The Control pad has the default settings as 
‘shown. It ls possibi to change the button 
Settinga using the controler configuration 
aystom. A mare detailed explanation of 
the different attacks is found on page 10. 
Although the attacks are described as = 
"punch" and "kick" above, some of the 
non-human combatants Use other modes 
of attack, Ike bites, tai slaps and sword 


РУ 607 


Timer 


Player 1 Lite Bar Player 2 Life Bar 


Player 2 
Score 


One or Two 

On the main thie scroon, you мий have the choice ot 

playing а one player or two player game. In the one player 

дате, you choose a character and use him or her to fight. 

against the other characters in the tournament. who are 

controlled by the computer. Your ultmate goal: a show- 
down with Eyedal 


In the two player game, you play against another human 
player, You сап play ether a single game at a timo, or sot 
up a Tournament. 


‘Tournament Set-Up 
Jn the tournament mode, you can enter the names of up 
16 eight cfferent playors. The computer wil then sat up. 
the matches between players and keep track of each 
player's win-loss record, The computer wil also make 
‘ure everyone takes tums, just Ike in the arcade (loser 
9008 to the ond ofthe ine, Б), 


Practice Mode 
In this modo, you fight a defenseless character who sm- 
ру Stande there and takes whatever you con cia oui. 


| 


Controller Configuration 
On the Options Screen, you can configure the buttons so they are assigned to 
‘the move you desire. To change а button's assignment, use the Control Pad + 
to highlight the move you want to change (for example, Fierce Punch) and then 


Once you have the 
optiona set the way 


your character. i 
you don’t know 

the fighters, you 
should definitely 
study the fighter 
Profiles on pages 
16-22. Scroll through 
the fighters using 
the Control Pad. You 
сап prose Up and 
Down on the 
Control Pad to 
change the color 
palette, of the 
character. Press 
‘any button to select 
the fighter you want to 
Use. Once your opponent 
has selected his fighter, get. 
ready to FIGHT. 


So, you've mastered the basics of pounding each other. Now it's temo to leam тор ATTACK AUTO-DOUBLE 
a combo or two, Combos are basicaly a combination of buttons that produces Top Attacks are also Openers. 
multiple hits. Now, these hits aren't realy free, as you must connect with tne 

"st one in order to activate the combo. However, a successful combo can LINKERS 

аме you many extra hits for the low price of just a few button presses. I's pos Зо what do you do once you 


sible to get а 30 ht combo for a mero 6 button presses! But that wil come have mastered Triple and Super 

later: Pro, you must learn the law of Jun Ало Double. ] сетьов vou extend your 

combo taty using moves known 

Unkers, After you have вис- 

y hit your opponent with 

an Auto-Double, you can contin- 

ue to combo them by following 

the last hit of the Auto-Double 

with a Linker move and another 
Autto-Double button. 


JUMP-IN AUTO-DOUBLES 
In order to perform a Jump-In Auto-Doubie, you must 
first Jump and attack your opponent, successfully hit 
ting them. Once you have scored the frat hi, f you press 
the proper button next, you wll not only get your frst hit, 
But you wil also get two or уро bonus hits. The whole 


sequence will register ва a Triple Combo or Super 
Combo, The trick la to know what рай of buttons wil pro. 
duce the Auto-Double. Ira easiest to magne the Buttons 
‘an the contralor as I they were connected as shown m 
the de 


ENO SPECIALS 
“The bost way to finish a combo la 
aded after any Auto-Double or 
Unkor, End Special are ated in 
васп character's profile. An 


AUTO DOUBLE DIAGRAM USING 
SNES PAD 

You can tell trom this diagram (shown 
hora using the default Control Pad layout) 
that if you Jump-in and hit, for example 


example of a complete combo 


Ko на И oe ET 


oh she aoa до Goth va B te у - 
Сарот (Fierce Punch to Medium Кек = 

And масите, кен to Ferca Punch) not жое Linker 
every Auto-Double Button combination wa 

vor wit every character 


OPENERS 
The jump-in attack is what Is known as an “Opener 
move. This means that # thí ital attack la successful 
your opponent is briefly open to whatever combo seres 
you want to punish him or her with. Each character also 
has several special moves that function as openers. И 
you ht with an Opener move, there is at least one button 
(sometimes more) that you can press to get an Auto- 
Double 


keen eye, plus va 


Flerce breaks Quick. 


Breakers la like the game 
root combo breaker wil beat 
nent la using. So И he Nits you with а Fi 


Ja you can break a Linker with any ot 


Breaking a combo does several things. Firs 


‘ting sequence of hits and damage, ar 


have broken a combo. We have left these 


СХ «А С А7 


ол the folowing pages details the fighter’ 
three general categories of Special Moves: Charge 
(oves and Tap Moves. 


involve holding the Control Pad cross in the indicated. бодоп Тог a 
then pressing inthe opposito diroction with 


e done by performing a roling motion on the Control Pad cross: and (hin 
instructions indicate the Key directional paints 


you must ht during the roling motion, But you should lv ту to РЕ al ponte 
‘between. A smooth, even raling motion ts best: you don't have to do It 


aro performed by tapping the control pod cross in the indicated direction and 


played a lot af fighting games beforg) they wil become’ second nature, When 


you frst do the Mayes, fry to do them slowly and deliberately for maximum 


Т.Ј. COMBO все 25 
HEIGHT: вч" WEIGHT: BER los. 


14. болбо wat des th up anwar amon of 
the world for ess rt He wr tgp ot hl ке 
fs tal ethos aih opponent n hi о 
eg is fame a tt 


йн ayers er er eh a rem e og 
‘aos po Те Spr уй sto he es 
se o бе йө Ia Waren o Ветово on, 


ion 433 dann 


Tower би € en ath ‚жю Ур iy A es voc ele 
Penn ъв den тему Неред эрек 
Totg tat Testo D exten pero 
siu Quae n dy 
бл fas uro € ten ам ample of Var Opener Vita N 
oe KO. Сар é an and Ena Spoil Гар Es Qs Min Mk 
Fast Ko сиреви => a Combo Brat: To y 
Tom ond Pace Cao Э den € on Danger Move: зони 
ore Charge en leas 


Example of Valid Opener. Pires Pk 
End Specials: Ponso, Soi 
(Combo Breaker: € tor 3 ond wy ci 
Danger Moves: + Din 

(Шия Combo: УЛ 


В.ОНСНШ noe 25) 
HEIGHT: 587 WEIGHT 126 ba 


FULGORE eu: i 
HEIGHT: 5'5", \UEIGHT-SB0 tbs. 


ron cyber ola div ac в 
Va nt he il sit тет a 
тема отба copa cg s Wiis e 
rover, mass ecto illa. 

ar Sem fiel. bitur 
lise Sumo io EY 3 


Br age sb itu Fe ri 


o 7 ауэ тва 
am Br ana ik 
© n> and apt 


Ме 


КЕККЕ ЕРИ ъф 
sma EV Ce aw inp uti HIE Mole do) 
Pasmasica DA Sh ais any ire x pa 

On эзел Espec ig Set att. ik fa M 
fis Choo eve any ie Doer Е 

leac] Die ln Danger Moves у О ове o) од. 
Example of Valid Opener: бубагы Ni. Ultra Combo: > Mo 


End Specials Laser Stam Mo, Pasmasice Fp, Rasa grt b, cea МЕ 
(Combo Breaker Passio 

Danger More: 4 SH on en kn 

Ultra Combe: Piden Do 


в n 


THUNDER ace: зг 
HEIGHT ве” WEIGHT: РӘП lbs. 
Masicldfendoc Native Ans рур. Се Tar өйи» 


e Killer eser umamen sa I ar beh the dp 
Dane lie bine, Eagle, ће rou tam 


Pee aue 


ri dad mba 
Sanam EL 
Tias Оши € hen ма a pre 
Yamaha Vinde i > uy fo 
ess Tipa Cheng ian € ani Mo 
Example ol Valid Opener: Tot» 

End Specie: Tia, олла i. Заттай Mp Fp 
Combo Breaker Savini 


Danger Move: Рива ging 
(Шия Combo: 4-3; 


| SPINAL age: евва 
HEIGHT: 65” ШЕЙЗНУ WG Iba. 
Sa gin а corey punter Ut, A 
eret branch of а copra, uy a lc 
uch on еси nung a лее v 
th опу th ast moi ha Spat 

to o do oy one gt 


Saga), $$ ancor pin 
Pons Da € shold dp N 
Bern hl GSS ran nen tar char sel wi 


"ET 
33 intr push a 
Senna Sut: SIE fear aten roe > 
Siting Kc COS x 


Example of Valid Opener: So Star Mo + N 
End Specials: Sparta punch, Bone Shaker + any arch 
Combo Breaker fe Solar Г 


Danger Move: «<< 3 0635 
Ultra Combo: V 5 
в 


RIPTOR ввеч 
навне то” 


ва ров. 


Example of Valid Opener. ro Foe Di 


занн tits wih err se (ус еди A 
pori tf Nu a ci o er high 
Touran onthe ronin of rue e vo 


Vice and any une 
Ура 
Dago € ei anth 
ERA Gans € then > ard 
Send. бае € зе and Ok 
Reese балар. go > ten «and. 
Example of Valid Opener Spurs + Mp 


End Speciale: Sesa O Sören, Saver, Sarei 
Comba Breaker: 4— Ay Vick 

Danger Move: 6 М Can. 

Ura Combe: эе O 


э By eng нама 
dh neigen. 


go i zal topi 


е 


WEIGHT: 100 lbs. 


DNA iii 
rep genes Ве) 


Mi o 
мре ont 
See ay pet 
Ste io 

De Eden Dany 
Came ben => soy pah 
Эзе Mor 


pM, Ози pera 


uso € nê ча 
nd 


GLACIUS ecc: unanoum 
HEIGHT: 68” WEIGHT ЭП №5. 


inca am lab rm et pa het 
ac ani on rt ca 
pio thee alee ing ob fers 


y и 
ore Є thon > ard ayn 
sie 

ET 

Example of Valid Opener: 

End Speciale: Socia FL 
Combo Breaker: €- ен =p 
Dinger Move: €- мо V 
Ua Combo: €» 


AGE: 3i 
HEIGHT: 6'2* WEIGHT: 195 tbs. 


hte was о codi 
‘ae ehem 


fa he her row! 
бла бе Kiet 


ээ ant any fae 
SENS mania 
te 


2e 
Mea: эзге 
Tabor Dore € sn ard any pure 
ре кч 

ample ol Valid Opener o + o 
End Speciale: tare Mo Fels ei, Feb Ci 
Combo Breaker Fls 

Danger Move: => 0 ero 


во 


3 AGE: that would be telling 
HEIGHT: too tai WEIGHT: really heavy 


Sg] оол 
NE = сее 


| 
|| 
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